EXPRESS MAIL LABEL NO. EV 302977287 US Attorney Docket No. T10177.A 



United States Patent Application 

for 

EDUCATIONAL GAME APPARATUS AND METHOD FOR PLAYING A GAME 



TO THE COMMISSIONER FOR PATENTS: 

Your petitioner, KATHLEEN R. WILEY, a citizen of the 
United States, whose post office address is 456 21 st #4, Ogden, 
Utah 84401, prays that letters patent may be granted to her as 
the inventor of an EDUCATIONAL GAME APPARATUS AND METHOD FOR 
PLAYING A GAME as set forth in the following specification. 



EDUCATIONAL GAME APPARATUS AND METHOD FOR PLAYING A GAME 



CROSS-REFERENCE TO RELATED APPLICATIONS 
Not Applicable. 

5 

STATEMENT REGARDING FEDERALLY SPONSORED 
RESEARCH OR DEVELOPMENT 

Not Applicable. 



BACKGROUND 

1 . The Field of the Invention. 
The present disclosure relates generally to an apparatus 

and method for playing games, and more particularly, but not 
necessarily "entirely, to a unique educational gaming concept 
where multiple teaching concepts compete against each other 
instead of individuals competing against each other. 

2 . Description of Related Art. 
It is known to provide games to promote education and 

20 learning. Games have been utilized to help teach a variety of 
educational subjects, including mathematics (e.g., U.S. Patent 
No. 6,648,648), science (e.g., U.S. Patent No. 6,279,908), and 
history (e.g., U.S. Patent No. 5,660,389). In addition to 
common school subjects, there are a variety of educational 
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games that teach skills, such as critical thinking (e.g., U.S. 
Patent No. 6,120,028) and occupational skills (e.g., U.S. 
Patent No. 6,224,056) . 

A majority of games, such as those disclosed above, are 
5 designed for competition between individual players of the 
game. In an educational setting, especially for primary 
education aged children, competition may inhibit learning. 
One reason is competition has a tendency to create an 
inhibition effect that may make it harder for some individuals 

10 to learn new things or generate new ideas. It will be 

appreciated that competition may inhibit learning and 
creativity in an educational setting simply because 
individuals may be, inter alia, worrying too much about the 
outcome of the game, concentrating too heavily on the strategy 

15 of their opponents, and feeling anxiety over the reactions of 
their peers if a wrong answer is given or if their team loses, 
rather than focusing on the primary objective, which is 
learning. Competition may also inhibit the sharing of ideas 
and helping others to learn. 

20 For example, U.S. Patent No. 6,019,3 70 (granted February 

1, 2000 to Morris) discloses an educational game where 
multiple players use individual playing pieces to advance 
along a travel path of the board from start to finish. 
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Players take turns attempting to advance along the travel path 
by correctly answering questions from a selection of questions 
and answers printed in a book according to selected subject 
matter categories. This game is characterized by several 
5 disadvantages, including inhibiting an atmosphere of learning 
in an educational setting because players are competing 
against one another to obtain the most points to win the game. 

There are many other educational games known in the prior 
art, such as that disclosed in U.S. Patent No. 6,648,648 

10 (granted November 18, 2003 to O'Connell) . This patent 

reference discloses an educational game for teaching 
mathematics. The game board is a continuous play path, where 
spaces are labeled with a mathematical category and a monetary 
amount. Each mathematical category has its own deck of cards 

15 with questions, answers and explanations. At least one of the 
spaces of the game board is labeled with the help category. 
When a player lands on this space they receive a help card, 
which permits that player to ask another player for help in 
solving a question. When a marker stops on a space that has 

20 a mathematical category the player selects a corresponding 
card. If the player's solution to the question and answer on 
the card match the player collects play money in the amount 
printed on the space. If not, play proceeds to the next 
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player and the first player continues to work on the question, 
giving that player the ability to self -correct . All solutions 
may be collected as an assignment by a teacher in a classroom 
setting. The first player to accumulate a specified amount of 
5 play money is the winner. This game is also characterized by 
several disadvantages, including inducing players to compete 
with one another in order to obtain the most money and win the 
game, thereby fostering competition and inhibiting learning. 
It is noteworthy that none of the prior art known to 

10 applicant provides a game that fosters learning and inhibits 
competition in the manner described herein. There is a long 
felt, but unmet need, for an educational game apparatus and 
method of playing a game that fosters learning by one concept 
competing against at least one other concept, rather than 

15 individual players or teams competing against each other. 

The prior art is thus characterized by several 
disadvantages that are potentially addressed by the present 
disclosure. The present disclosure minimizes, and in some 
aspects eliminates, the above-mentioned failures, and other 

20 problems, by utilizing the methods and features described 
herein. 

The features and advantages of the disclosure will be set 
forth in the description which follows, and in part will be 
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apparent from the description, or may be learned by the 
practice of the disclosure without undue experimentation. The 
features and advantages of the disclosure may be realized and 
obtained by means of the instruments and combinations 
5 particularly pointed out in the appended claims. 
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BRIEF DESCRIPTION OF THE DRAWINGS 

The features and advantages of the disclosure will become 
apparent from a consideration of the subsequent detailed 
description presented in connection with the accompanying 
5 drawings in which: 

FIG. 1 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Long a vs. Long e" , 
which is an example of a forward-backward- forward game; 

FIG. 2 is an illustrative embodiment of a concept versus 
10 concept game as disclosed herein entitled u Long a. Sound vs. 
Long i Sound" , which is an example of a forward-backward- 
forward game; 

FIG. 3 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Long a vs. Long i" , 
15 which is an example of a forward-backward- forward game; 

FIG. 4 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Long a vs. Long o" , 
which is an example of a forward-backward- forward game; 

FIG. 5 is an illustrative embodiment of a concept versus 
20 concept game as disclosed herein entitled "Long a vs. Long u" , 
which is an example of a forward-backward- forward game; 
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FIG. 6 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Long A vs. Not Long 
A", which is an example of a forward-backward- forward game; 

FIG. 7 is an illustrative embodiment of a concept versus 
5 concept game as disclosed herein entitled "Long e vs. Long i", 
which is an example of a forward-backward- forward game; 

FIG. 8 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Long e vs. Long o" , 
which is an example of a forward-backward- forward game; 
10 FIG. 9 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled "Long e vs. Long u" , 
which is an example of a forward- backward- forward game; 

FIG. 10 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Long i vs. Not Long 
15 i", which is an example of a forward-backward- forward game; 

FIG. 11 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Long O vs. Not Long 
0" , which is an example of a forward-backward- forward game; 

FIG. 12 is an illustrative embodiment of a concept versus 
20 concept game as disclosed herein entitled "Long 0 Sound vs. 
Long i Sound" , which is an example of a forward-backward- 
forward game; 
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FIG. 13 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Long o vs. Long i", 
which is an example of a forward-backward- forward game; 

FIG. 14 is an illustrative embodiment of a concept versus 
5 concept game as disclosed herein entitled "Short A vs. Long 
A" , which is an example of a forward-backward- forward game; 

FIG. 15 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Short a vs. NOT 
Short a" , which is an example of a forward-backward- forward 
10 game; 

FIG. 16 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Short a vs. Short 
e" , which is an example of a forward-backward- forward game; 

FIG. 17 is an illustrative embodiment of a concept versus 
15 concept game as disclosed herein entitled "Short a vs. Short 
i" , which is an example of a forward-backward- forward game; 

FIG. 18 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Short a vs. Short 
o" , which is an example of a forward-backward- forward game; 
20 FIG. 19 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled "Short a vs. Short 
u" , which is an example of a forward-backward- forward game; 
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FIG. 20 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Short e vs. Not 
Short e" , which is an example of a forward-backward- forward 
game ; 

5 FIG. 21 is an illustrative embodiment of a concept .versus 

concept game as disclosed herein entitled "Short E vs. Long 
E" , which is an example of a forward-backward- forward game; 

FIG. 22 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Short e vs. Short 
10 i" , which is an example of a forward -backward -forward game; 

FIG. 23 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Short e vs. Short 
o" , which is an example of a forward-backward- forward game; 
FIG. 24 is an illustrative embodiment of a concept versus 
15 concept game as disclosed herein entitled "Short i vs. Long 
i" , which is an example of a forward- backward- forward game; 

FIG. 25 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Short i vs. Not 
Short i", which is an example of a forward-backward- forward 
2 0 game ; 

FIG. 26 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Short i vs. Short 
o" , which is an example of a forward -backward -forward game; 
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FIG. 2 7 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Short i vs. Short 
u" , which is an example of a forward-backward- forward game; 

FIG. 28 is an illustrative embodiment of a concept versus 
5 concept game as disclosed herein entitled "Short U vs. Long 
U" , which is an example of a forward-backward- forward game; 

FIG. 2 9 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Short u vs. NOT 
Short u" , which is an example of a forward-backward- forward 
10 game; 

FIG. 3 0 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Short o vs. Long 
o" , which is an example of a forward-backward- forward game; 

FIG. 31 is an illustrative embodiment of a concept versus 
15 concept game as disclosed herein entitled "(division) 3 5 7 
9", which is an example of a forward-backward- forward game; 

FIG. 32 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Add vs. Reg roup " , 
which is an example of a forward-backward- forward game; 
20 FIG. 33 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled " (division) 7 8 9" , 
which is an example of a forward-backward- forward game; 
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FIG. 34 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Add Regroup 
Subtract Borrow" , which is an example of a forward-backward- 
forward game; 

5 FIG. 35 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled "yes Can I add - as 
is? no", which is an example of a forward-backward- forward 
game ; 

FIG. 36 is an illustrative embodiment of a concept versus 
10 concept game as disclosed herein entitled "Carry (Regroup) vs. 
Borrow (Regroup with Subtraction) " , which is an example of a 
forward-backward- forward game; 

FIG. 37 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Dime 10C Quarter 
15 25C Dollar 100C", which is an example of a forward -backward - 
forward game; 

FIG. 38 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Reduce to # 1/3 
1/4 1/5", which is an example of a forward-backward- forward 
2 0 game ; 

FIG. 3 9 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Reduce to ^ 2/3 3/4 
4/5", which is an example of a forward-backward- forward game; 
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FIG. 40 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Elapsed (Lapsed) 
Time", which is an example of a forward-backward- forward game; 

FIG. 41 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Pint Quart M Gallon 
Gallon Spiral in - Spiral out", which is an example of a 
forward-backward- forward game; 

FIG. 42 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Pint Quart M Gallon 
Gallon Spiral in - Spiral out", which is an example of a 
forward-backward- forward game; 

FIG. 43 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Mixed vs. 
Improper", which is an example of a forward-backward- forward 
game ; 

FIG. 44 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Perimeter Area 
Volume", which is an example of a forward-backward- forward 
game ; 

FIG. 45 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Place Value 
Substitution 20 30 40 50", which is an example of a forward- 
backward- forward game; 

P.C 
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FIG. 46 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Regular Numbers vs. 
Prime Numbers" , which is an example of a forward-backward- 
forward game; 

5 FIG. 47 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled "Thousands Hundred 
Tens Round to the farthest left number", which is an example 
of a forward-backward- forward game; 

FIG. 48 is an illustrative embodiment of a concept versus 
10 concept game as disclosed herein entitled "Similar - 
Congruent, Not Similar - Not Congruent, Similar - Not 
Congruent", which is an example of a forward-backward- forward 
game ; 

FIG. 49 is an illustrative embodiment of a concept versus 
15 concept game as disclosed herein entitled "Subtract vs. Borrow 
(Regroup with Subtraction)", which is an example of a forward- 
backward- forward game; 

FIG. 50 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Sum vs. 
20 Difference", which is an example of a forward-backward- forward 
game ; 
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FIG. 51 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled u Days vs. Months", 
which is an example of a forward-backward- forward game; 

FIG. 52 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Days vs. Months 
Abbreviations' 7 , which is an example of a forward-backward- 
forward game; 

FIG. 53 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Perimeter Area 
Volume" , which is an example of a forward-backward- forward 
game ; 

FIG. 54 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "200 300 400"/ which 
is an example of a forward-backward- forward game; 

FIG. 55 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Similar vs. 
Congruent", which is an example of a forward-backward- forward 
game ; 

FIG. 56 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Adjective Noun 
Pronoun Verb Adverb", which is an example of a forward- 
backward- forward game; 

c. 
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FIG. 57 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Adjectives vs. 
Adverbs", which is an example of a forward- backward -forward 
game ; 

5 FIG. 58 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled "Adjectives Nouns", 
which is an example of a forward-backward- forward game; 

FIG. 59 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Antonyms Not 
10 Antonyms", which is an example of a forward-backward- forward 
game ; 

FIG. 60 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Antonyms vs. 
Homonyms", which is an example of a forward-backward- forward 
15 game; 

FIG. 61 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Antonym Homonym 
Synonym", which is an example of a forward-backward- forward 
game ; 

20 FIG. 62 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled "Antonyms vs. 
Synonyms", which is an example of a forward-backward- forward 
game ; 
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FIG. 63 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled u Appositives vs. Not 
Appositives" , which is an example of a f orward- backward - 
forward game; 

5 FIG. 64 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled "Belongs to One vs. 
Belongs to Two' 7 , which is an example of a forward-backward- 
forward game; 

FIG. 65 is an illustrative embodiment of a concept versus 
10 concept game as disclosed herein entitled "Comparing 2 3 or 
more" , which is an example of a forward-backward- forward game; 

FIG. 66 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled w ea vs. ea", which 
is an example of a forward-backward- forward game; 
15 FIG. 67 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled u ed = ed ed = t ed 
= d" , which is an example of a forward-backward- forward game; 

FIG. 68 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "er root word est" , 
20 which is an example of a forward-backward- forward game; 

FIG. 69 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled. "Homonyms vs. Not 
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Homonyms", which is an example of a forward-backward- forward 
game ; 

FIG. 70 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Imperative vs. 
5 Interrogative", which is an example of a forward-backward- 
forward game; 

FIG. 71 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "is vs belongs to", 
which is an example of a forward-backward- forward game; 

10 FIG. 72 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled "it's vs. its", 
which is an example of a forward-backward- forward game; 

FIG. 73 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Metaphors vs. 

15 Similes", which is an example of a forward-backward- forward 
game ; 

FIG. 74 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Noun Adjective Verb 
Adverb", which is an example of a forward-backward- forward 
2 0 game ; 

FIG. 75 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Nouns vs. NOT 
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Nouns' 7 , which is an example of a forward-backward- forward 
game ; 

FIG. 76 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Nouns Pronouns 
5 Verbs Adverbs", which is an example of a forward-backward- 
forward game; 

FIG. 77 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Nouns Proper 
Nouns' 7 , which is an example of a forward-backward- forward 
10 game; 

FIG. 78 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "oo vs oo" , which is 
an example of a forward-backward- forward game; 

FIG, 79 is an illustrative embodiment of a concept versus 
15 concept game as disclosed herein entitled "Prefix vs. No 
Prefix", which is an example of a forward-backward- forward 
game ; 

FIG. 80 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Prefixes or 
20 Suffixes", which is an example of a forward-backward- forward 
game ; 

FIG. 81 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Pronouns Nouns 
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Proper Nouns" , which is an example of a forward-backward- 
forward game; 

FIG. 82 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Root Word 
5 Suffixes", which is an example of a forward-backward- forward 
game ; 

FIG. 83 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "C says: s or k" , 
which is an example of a forward -backward -forward game; 
10 FIG. 84 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled "No Suffixes vs. 
Suffixes", which is an example of a forward-backward- forward 
game; 

FIG. 85 is an illustrative embodiment of a concept versus 
15 concept game as disclosed herein entitled "Synonyms vs. Not 
Synonyms", which is an example of a forward -backward -forward 
game ; 

FIG. 86 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "It's the Right 
20 Angle Simultaneous Safari", which is an example of a 
continuous play game; 

FIG. 87 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Square Rectangle 
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Parallelogram Trapezoid Simultaneous Safari", which is an 
example of a continuous play game; 

FIG. 88 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled u What 1 s Your Angle? 
5 Simultaneous Safari" , which is an example of a continuous play 
game ; 

FIG. 89 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "You 1 re in Great 
Shape Simultaneous Safari", which is an example of a 
10 continuous play game; 

FIG. 90 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "Perimeter Area 
Volume Simultaneous Safari", which is an example of a 
continuous play game; 
15 FIG. 91 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled "NOUNS vs. NOT 
NOUNS", which is an example of a concept search game; 

FIG. 92 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "COMPARING 2? 3 or 
20 more?", which is an example of a concept search game; 

FIG. 93 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "ADJECTIVES VERSUS 
ADVERBS", which is an example of a concept search game; 
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FIG. 94 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "NOUNS versus 
ADJECTIVES", which is an example of a concept search game; 

FIG. 95 is an illustrative embodiment of a concept versus 
5 concept game as disclosed herein entitled u NOUNS versus 
PRONOUNS", which is an example of a concept search game; 

FIG. 96 is an illustrative embodiment of a concept versus 
concept game as disclosed herein entitled "NOUNS VERSUS 
PRONOUNS", which is an example of a concept search game; and 
10 FIG. 97 is an illustrative embodiment of a concept versus 

concept game as disclosed herein entitled "VERBS VS. ADVERBS", 
which is an example of a concept search game. 
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DETAILED DESCRIPTION 

For the purposes of promoting an understanding of the 
principles in accordance with the disclosure, reference will 
now be made to the embodiments illustrated in the drawings and 
5 specific language will be used to describe the same. It will 
nevertheless be understood that no limitation of the scope of 
the disclosure is thereby intended. Any alterations and 
further modifications of the inventive features illustrated 
herein, and any additional applications of the principles of 

10 the disclosure as illustrated herein, which would normally 
occur to one skilled in the relevant art and having possession 
of this disclosure, are to be considered within the scope of 
the disclosure claimed. 

Before the present apparatus and methods for playing a 

15 game are disclosed and described, it is to be understood that 
this disclosure is not limited to the particular 
configurations, process steps, and materials disclosed herein 
as such configurations, process steps, and materials may vary 
somewhat. It is also to be understood that the terminology 

20 employed herein is used for the purpose of describing 

particular embodiments only and is not intended to be limiting 
since the scope of the present disclosure will be limited only 
by the appended claims and equivalents thereof. 
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The publications and other reference materials referred 
to herein to describe the background of the disclosure, and to 
provide additional detail regarding its practice, are hereby 
incorporated by reference herein in their entireties, with the 
5 following exception: In the event that any portion of said 
reference materials is inconsistent with this application, 
this application supercedes said reference materials. The 
reference materials discussed herein are provided solely for 
their disclosure prior to the filing date of the present 

10 application. Nothing herein is to be construed as a 

suggestion or admission that the inventor is not entitled to 
antedate such disclosure by virtue of prior disclosure, or to 
distinguish the present disclosure from the subject matter 
disclosed in the reference materials. 

15 It must be noted that, as used in this specification and 

the appended claims, the singular forms "a, " "an," and "the" 
include plural referents unless the context clearly dictates 
otherwise . 

In describing and claiming the present disclosure, the 
2 0 following terminology will be used in accordance with the 
definitions set out below. 

As used herein, the terms "comprising," "including, " 
^containing," "characterized by," and grammatical equivalents 
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thereof are inclusive or open-ended terms that do not exclude 
additional, unrecited elements or method steps. 

Applicant has discovered that a participant's attention 
and ability to learn educational concepts may be greatly 
5 enhanced by utilizing the games and features of the present 
disclosure. Particularly, the participant's attention and 
ability to learn may be substantially increased by utilizing 
a concept versus concept game theme as disclosed herein, where 
one concept 102 competes directly against at least one other 

10 concept 102, and potentially against multiple concepts 102. 
The result is that no individual participant competes against 
another participant, and therefore no individual participant 
wins or* loses. Rather, it is one of the competing concepts 
102 that wins or loses. Applicant has thus conceived of 

15 multiple embodiments of an educational game, and methods for 
playing said games, wherein concepts 102 compete against each 
other and the participants of the game are asked to answer 
questions related to the competing concepts 102 of a given 
game . 

20 For example, each game embodiment in a board game 

category (discussed more fully below) may race one teaching 
concept 102 against another teaching concept 102, such that 
the winner of the game is one of the respective teaching 



Clayton, Howsrtb & Cannon, P.C. 
P.O. Box 1909 
Sandy, Utah 84091-1909 
Phone: (801)255-5335 



FaxMsoi) 255-533* Page 25 of 60 



concepts 102, and not any one individual participant. It will 
be appreciated that the game may be played by one or more 
participants, but it should be noted that no participant wins 
or loses because the game is played between competing concepts 
5 102, and is therefore concept driven. The premise underlying 
the concept versus concept theme of the present disclosure is 
to take away the competitive spirit from v the game. 
Competition may have a tendency to distract certain 
participants or may take a participant's attention away from 

10 learning. Thus, the games and methods of playing said games 
of the present disclosure may promote and foster an atmosphere 
that may allow those who participate in the a given game to 
more readily learn the teaching concepts 102 of that game 
without the anxiety of winning or losing, which may deter and 

15 thwart the learning process. 

Reference will now be made to the drawings, wherein the 
different embodiments of the various games depicted in said 
drawings have been grouped together into a category or sub- 
category of games for purposes of streamlining the disclosure. 

20 It will be appreciated that such grouping is not intended to 
limit the scope of the disclosure, but is provided for the 
reader's convenience. Further, only a single embodiment of 
each category or sub-category of games will be discussed in 



Clayton, Hovrarth & Cannon, P.C. 

P.O. Box 1909 

Sandy, Utah 84091-1909 

SMEiSST Page 26 of 60 



detail, once again for purposes of streamlining the disclosure 
only, since the teachings, workings and themes of each game 
embodiment within a given category or sub-category of games 
may be similar, and such teachings, workings and themes may be 
5 incorporated into the other game embodiments in the same 
category or sub-category. It will be appreciated that like 
structures will be provided with like reference numerals, 
where applicable. 

The present disclosure is directed to a series of games, 

10 each of which may be classified into one of two major 
categories, namely: (i) board games (illustrated in FIGS. 1- 
90), and (ii) concept searching games (illustrated in FIGS. 
91-97) . The board games category referred to above may be 
further broken down into two sub-categories, namely: (a) 

15 w f orward- backward -f orward" board games (illustrated in FIGS. 
1-85) , and (b) "continuous play" board games (illustrated in 
FIGS. 86-90) . 

As illustrated in the figures, there are multiple 
embodiments for each category and sub-category of games 
20 disclosed herein. It will be appreciated that the basic 

concept of each game embodiment within a given category or 
sub-category of games may be similar. With respect to the 
board games category, the basic concept of each embodiment may 
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be the same or essentially the same as the other embodiments 
of the board games. With respect to the concept searching 
games category, the basic concept of each embodiment may also 
be the same or essentially the same as the other embodiments 
5 of concept searching games. 

As stated above, the overarching goal of each embodiment 
of the games of the present disclosure is to teach 
participants of the game, i.e., children, the educational 
concepts involved in that particular embodiment. The 

10 teachings, workings and themes of the board games category 
referred to above may be illustrated by reference to two 
embodiments of the games illustrated in FIGS. 1 and 86. FIG. 
1 illustrates the " w f orward-backward-f orwafd" sub-category of 
the board games, while FIG. 86 illustrates the "continuous 

15 play" sub-category of the board games. 
BOARD GAMES 

Each figure in FIGS. 1-90 illustrates a separate game 
embodiment of the board games category of the present 
disclosure. However, it will be appreciated that the 
2 0 teachings, workings and themes of each embodiment of each sub- 
category of the board games depicted and disclosed herein may 
be illustrated by reference to one game in each sub-category. 
Such a method of disclosing the games herein is for purposes 
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of streamlining the disclosure, and is not meant to limit the 
scope of the present disclosure. 

Each board game 100, whether a forward-backward- forward 
game or a continuous play game, may comprise a game board 110, 
5 at least one playing piece 150, and at least one chance device 
160. It will be appreciated that the playing piece 150 may be 
used in the board games for advancing around spaces of the 
board 110, and may also serve as a means for advancing around 
spaces of the board. The playing piece 150 may be any size, 

10 shape or design. It should be noted that the playing piece 
150 has been illustrated schematically in FIG. 1 as a blank 
box, and any playing piece 150 may be used by the present 
disclosure that is known, or that may become known in the 
future, in the art without departing from the scope of the 

15 present disclosure. Accordingly, one of ordinary skill in the 
art may choose from a variety of game playing pieces 150, and 
no one playing piece is advantageous over another. 

It will likewise be appreciated that in order to move the 
playing piece 150 around the spaces of the board 110, a chance 

20 device 160 may be used to randomly select the number of spaces 
the playing piece 150 is to advance. The chance device 160 
may have a representational attribute, wherein the 
representational attribute corresponds to a random space on 
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the game board where the playing piece 150 may advance. It 
should be noted that the chance device 160 has been 
illustrated schematically in FIG. 1 as a blank box, and any 
chance device 160 may be utilized by the present disclosure 
5 without departing from the scope of the present disclosure. 
For example, the chance device 160 may include, but is not 
necessarily limited to, at least one die, a spinner or 
spinning wheel, a random number selection device, or random 
number selection by a participant, random selection of a card 

10 representing a space on the board 110, or any other mechanism 
for randomly selecting a space on the board 110 can be used. 

It should also be noted that the game boards 110 of the 
present disclosure may be manufactured from various materials, 
including paper, cardboard, plastic, and other materials that 

15 are known, or that may become known in the future, in the art 
for use as game boards 110. One of ordinary skill in the art 
having possession of this disclosure may modify the game board 
110 and may use different materials for the game board 110 
without departing from the scope of the present disclosure. 

20 Referring now to FIG. 1, which is an exemplary embodiment 

of the many game embodiments disclosed herein of the forward- 
backward- forward sub-category of games of FIGS. 1-85, it will 
be appreciated that the game board 110 in the forward- 
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backward- forward sub-category may comprise a plurality of 
spaces 112. Each of the plurality of spaces 112 may comprise 
at least one computation, calculation, inquiry, problem, 
question, query, or other type of probe (hereinafter referred 
5 to collectively as "computation" ) 114. It will be appreciated 
that the game board 110 may have various numbers of spaces 
112, and various number of corresponding computations 114. It 
will be appreciated that the amount of computations 114 may 
directly correspond with the number of spaces 112 of the game 

10 board 110, however such a limitation is not required. For 
example, the game board 110 may comprise at least thirty-five 
(35) spaces 112 and at least thirty-five (35) computations 
114. However, it will be appreciated that the board games 100 
may contain more spaces 112 and computations 114, or the board 

15 games may contain less spaces 112 and computations 114 than 
thirty- five (35) without departing from the scope of the 
present disclosure. Further, the game board 110 may contain 
more spaces 112 than computations 114, or the game board 110 
may contain less spaces 112 than computations 114, or the game 

20 board 110 may contain the same number of spaces 112 and 
computations 114 without departing from the scope of the 
present disclosure. 
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Further, it will be appreciated that the forward- 
backward- forward embodiments of the board games 100 may also 
be characterized as a spiral-in and spiral-out game. Using 
this approach, a playing piece 150 may be moved forward from 
5 an original, start position 116 around the plurality of spaces 
112 on the game board 110 to some target point 118. Once at 
the target point 118, the playing piece 150 may be moved in a 
reverse direction returning to the start position 116, in 
other words the playing piece 150 may be moved back the same 

10 way it came. Such a scenario may also be referred to herein 
as spiral-in, i.e., toward the target point 118, and spiral- 
out, i.e., back the way or direction the playing piece 150 
came. It will be appreciated that such an arrangement will 
allow for more computations 114 to be performed by the 

15 participants of the game. Therefore, more participation in a 
single game may be allowed, thereby increasing the potential 
for learning the teaching concepts 102 involved in that 
particular game, since the game is effectively lengthened and 
hence more computations 114 are performed or answered. 

20 It will also be appreciated that a participant, teacher, 

or other person may designate, prior to beginning play of the 
game, how many times the playing piece 150 will move from the 
start position 116 to the target position 118 and back to the 
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start position 116 to signify the end of the game. There may 
also be other ways in which the end of the game may be 
signified, for example, the first of the competing teaching 
concepts 102 to reach a certain point total may signify the 
5 end of the game. It will be appreciated that there are 

various other ways to signify the end of the game that may be 
determined by one of ordinary skill in the art without 
departing from the scope of the present disclosure. 

Referring now to FIG. 86 as an example of the continuous 

10 play sub-category of board games 100, which may be similar to 
the forward-backward- forward games described above, the 
continuous play games (illustrated in FIGS. 86-90) may 
comprise a game board 110, playing piece 150 and a chance 
device 160. Where the two sub-categories of board games 100 

15 differ is with respect to the game board 110 itself. As with 
the forward-backward- forward games, the game board 110 of the 
continuous play sub-category of board games 100 may include a 
plurality of spaces 112. However, instead of the spiral-in, 
spiral -out configuration of the spaces 112 on the game board 

20 110, which may be a characteristic in the forward-backward- 
forward games, the spaces 112 of the continuous play games may 
be ordered in a series of rows 120. Each row 120 may be 
comprised of at least one space 112 and connected to another 
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row 120 by at least one space 112, such that there may be 
multiple rows 120 of spaces 112 that zig-zag back and forth. 
Each row 120 may comprise a sequence of individual spaces 112, 
and the rows 120 may be positioned row by row in a consecutive 
sequence. It will be appreciated that such a configuration of 
a series of rows may form a non- rectangular game path. 
Additionally, all of the spaces 112 may be in a consecutive 
sequence, such that each successive space 112 may be directly 
connected to its preceding space 112. It will be appreciated 
that FIG. 86 illustrates such a continuous play game board 
110. However, it should be noted that one of ordinary skill 
in the art may modify the continuous play game board 110 such 
that each space 112 is not necessarily connected to the 
preceding space. 

In a continuous play game, the end of the game may be 
signaled in the same or similar manner as the forward- 
backward- forward games. In other words, the playing piece 150 
may pass a start position 116 a predetermined number of times, 
which may signal the end of the game, or the first concept 102 
to reach a certain point total may also signal the end of the 
game. It will be appreciated that there are various other 
ways to signal the end of the game that may be determined by 
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one of ordinary skill in the art without departing from the 
scope of the present disclosure. 

Playing the game. In each embodiment of the board games 
100 advancement of the playing piece 150 around the board 110 
may occur by utilizing the chance device 160. For example, 
rolling a die, spinning a wheel, or having participants 
randomly select numbers, i.e., 1-4 may serve to advance the 
playing piece 150 around the board 110. As stated above, such 
advancement may be accomplished in various ways known in the 
art. No matter what chance device 160 is utilized for 
advancing the playing piece. 150 around the board 110, the 
playing piece 150 may move a number of spaces, or to a 
particular space 112, oh the board 110 that" corresponds to the 
number or space directed by the chance device 160. 

It will be appreciated that each board 110 has a number 
of spaces 112, and each space 112 has a different computation 
114 that must be determined or solved by the participants. 
After a participant rolls, spins, or otherwise determines a 
value of the chance device 160, the playing piece 150 is moved 
a corresponding number of spaces 112, or to a particular space 
112, on the board 110. The particular space 112 the playing 
piece lands on may decide which computation 114 is to be 
determined or solved by the participant, or team of 
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participants. The participant, individually, or with a team, 
may determine the correct answer for that particular 
computation 114 provided on that particular space 112. The 
concept 102 that the answer corresponds with is then given a 
5 point. The concept 102 with the most points at the end of the 
game wins. It should be noted that the concepts 102 of any 
educational subject matter, such as math, science, English, 
music or any other educational subject, may be utilized during 
play. Two or more concepts 102 within a particular subject 

10 matter, which may be related in some manner, may compete 

against each other without departing from the scope of the 
present disclosure. 

An example of playing the forward-backward- forward games 
will now be described using FIG. 33. The subject of the game 

15 is math, and the competing concepts 102 are division of the 
numbers 7, 8 and 9. In this case, there are three concepts 
102 that are competing in the game instead of just two. 
Accordingly, it will be appreciated that the games of the 
present disclosure may use two or more concepts 102 to compete 

20 against each other without departing from the scope of the 

present disclosure. Applicant has found that providing a game 
where more than two concepts 102 compete significantly 
increases the difficulty and learning potential involved or 
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associated with the game, and may therefore.be advantageous to 
challenge those who have developed or even mastered a 
knowledge for a particular concept. 

When playing the game in FIG. 33, suppose the first 
5 participant beginning at the start position 116 rolls or spins 
a three (3) , the playing piece 150 is moved to the 
corresponding space 112 three steps away from the start 
position 116. In this case the computation 114 is a math 
problem: 9 x =63. The participant must now determine the 

10 right answer, i.e., is the answer 7, 8 or 9? After the 
participant determines that this is a division problem in 
which 63 is divided by 9, the participant then answers that 
the correct answer is 7. At this point the concept relating 
to division of the number 7 would be given a point. The next 

15 participant may then take his/her turn and roll or spin, and 
proceeds as outlined above. The above process continues until 
the playing piece 150 reaches the target point 118, where it 
is indicated that the playing piece 150 must go back or return 
to the start 116, i.e., the playing piece 150 must spiral-back 

20 to the start 116. Once again, the spiral ing- in and out may be 
done to extend the playing time of the game. 

It will be appreciated that when the playing piece 150 
has reached the target point 118, the participants can spiral - 
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back to the start position 116, or the participants may begin 
at the start position 116 once again and move toward the 
target point 118, whichever method is desired. It will be 
appreciated that all participants may follow the same method 
5 of play, i.e. either spiral -back or return to the start 
position 116. The game ends when the specified signal is 
reached. Whichever concept 102 has the most points at the end 
of the gamie wins. 

An example of playing the continuous play board game will 

10 now be detailed by reference to the game of FIG. 86. It will 
be seen that three concepts 102 are competing in this 
particular game, namely types of angles whether acute, right 
or obtuse. The game proceeds as outlined above with respect 
to the forward-backward- forward games, with the following 

15 exception. It will be appreciated that the game board 110 has 
no ending point or no target point 118, but the game merely 
continues when the playing piece 150 reaches the first space 
adjacent to the start position 116. Accordingly, an arbitrary 
number of complete advancements or turns around the board 110 

20 may be determined prior to play beginning, which when reached 
signals the end of the game, or the first of the competing 
concepts 102 to reach a certain point total may also signal 
the end of the game. 
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It will be appreciated that the board games 100 described 
above, no matter what sub-category a particular game may fall 
into, may be grouped or packaged together in kits or packets 
and distributed to participants, purchasers or the like. It 
5 will be appreciated that each kit or packet may be organized 
in various ways, which may be determined by one of skill in 
the art having possession of this disclosure, without undue 
experimentation. However, it should be noted that Applicant 
has found it to be advantageous to include in each kit or 

10 packet of games at least one game that has at least thirty- 
five (35) spaces, and at least one game having at least three 
(3) competing concepts, and at least one game that is a 
continuous play game. It will be appreciated that a single 
game may contain all of the above limitations, or a single 

15 game may contain one of the above limitations, or a single 
game may contain a combination of the above limitations. 
However, it will likewise be appreciated that all of the above 
limitations are not required of each game in a given kit or 
packet, and each of the above limitations may be exhibited in 

20 only a single game of the entire kit or packet. Applicant has 
also found it advantageous to include at least eight (8) games 
in each game kit or packet comprising a total of at least ten 
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(10) different subjects or concepts represented in the kit or. 
packet . 

CONCEPT SEARCHING GAMES 

The workings, teachings and themes of the concept 
5 searching games category referred to above may be illustrated 
by reference to FIGS. 91-97. It will be appreciated that FIG. 
91 is an exemplary embodiment of the concept searching games, 
category. Each concept searching game may also be grouped 
into three sub-classes, namely: (a) word searching games 
10 (illustrated in FIGS. 91-97), (b) number searching games (not 
illustrated) , and (c) answer searching games (not 
illustrated) . 

It will be appreciated that each concept searching game 
may comprise a search board 210, a list 212 of words, 

15 concepts, questions, or other computation 114, a grid of 
spaces 22 0 wherein each space 222 may comprise a symbol, 
letter, number, word or other communication device to convey 
a meaning to the participant (collectively referred to herein 
as "symbol"), and a coding system or scheme 214. It will be 

20 appreciated that the coding system or scheme may be a series 
of colors, symbols, signals or indications used to visually 
represent ideas, concepts, equations, methods, notions and the 
like to visually transmit meanings and significance of the 



Clayton, Howartn & Cannon, P.C. 

P.O. Box 1909 

Sandy, Utah 84091-1909 

!M!2£?" Pa 9 e 40 of 60 



ideas, concepts, equations, methods, notions and the like to 
participants and others, for example teachers or educators. 

The basic concepts, themes, and teachings of concept 
searching games category can be explained by reference to FIG. 
5 91, which is a word searching game. Specifically, the subject 
matter of FIG. 91 is English, and the competing concepts 102 
are nouns versus not nouns. In this game, a participant may 
choose one of a plurality of items 215, which may be words, 
phrases, ideas, numbers, symbols, or other communication 

10 device from the list 212, and may then determine whether that 
word is a noun or not a noun, which are competing concepts 
102. It will be appreciated that the teaching concepts 102 
may be different than those described herein, and may be 
modified by one of ordinary skill in the art having possession 

15 of this disclosure without undue experimentation. 

For example, suppose a first participant chose the word 
"silly" 216 from the list 212. That participant would then 
determine whether that word is a noun or not a noun. In this 
case, "silly" 216 is not a noun, but is an adverb, and would 

20 locate the letters in the gird of spaces 220 that forms the 
word "silly" on the search board 210. In this particular 
case, "silly" 216 is identified on the search board 210 by 
item 218 on the top row near the left hand side of the page. 
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At this point, the participant would color the word "silly" 
216 orange, since the coding scheme 214 instructions near the 
bottom of the page indicate such. In the present case, the 
coding scheme 214 is a color coding scheme that provides a 
5 visual indication, which signifies to the other participants, 
teachers, educators or the like what the participant has 
determined, namely that the word "silly" 216 is not a noun. 
Such a color coding scheme allows others, such as a teacher, 
to quickly determine whether the participant understood the 

10 concepts 102 being played in the game. 

During the game, or at the end of the game when all of 
the words on the list 212 have been located and identified as 
a "noun" or "not a noun" by use of the coding scheme 214, each 
time the correct concept 102 is identified on the board 210 as 

15 indicated by the correct color, that concept 102 may receive 
a point. The coding scheme 214 allows a teacher to quickly 
identify whether the word or idea was correctly identified and 
colored according to the concept 102 to which the word or idea 
belongs. When all of the words or ideas have been identified, 

20 for example by the teacher, numbers may be associated with 
each correctly labeled concept 102, and the concept 102 with 
the most words or ideas, which corresponds to points, wins. 
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It will be appreciated that other aspects of the concept 
searching game category may be used, such as number searching 
games, and answer searching games. For example, the same 
principles from the searching game as described above may be 
5 used and played with math and numbers, where a problem is 
worked out and then the answer must be located on the board 
210. The same principles from the searching game described 
above may also be used where a question may first be posed, 
such as a scientific question, and the answer to such a 
10 question is then located on the board 210. In either 

scenario, the game playing concept in each searching game is 
the same or similar, i.e., to determine an answer to a 
computation 114, problem, inquiry, or other probe, find the 
answer and then color code the answer into a correct 
15 conceptual category, per the instructions of the game. 

It will be appreciated that the concept searching games 
may also be packaged or grouped together into kits or packets 
similar to the board games described above. 

In accordance with the features and combinations 
20 described above, useful methods for using the games disclosed 
herein include the following: 

A method for at least one participant to play a board 
game wherein at least three concepts compete against each 
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other and no individual participant wins or loses, the game 
having a game board with a plurality of advancement spaces 
that form an advancement track, the advancement track 
comprising a start position and a target point, the method 
5 comprising the steps of: 

(a) placing at least one playing piece on the start 
position of the advancement track; 

(b) using a chance device to randomly select a number of 
spaces to move the at least one playing piece; 

10 (c) moving the at least one playing piece along the 

advancement track a corresponding number of spaces as directed 
by the chance device toward the target point of the 
advancement track; 

(d) answering a computation that is associated with the 
15 particular space that the playing piece has landed on; and 

(e) scoring a point for the concept that is associated 
with a correct answer for the computation. 

A method for at least one participant to play a concept 
searching game wherein a plurality of teaching concepts 
2 0 compete against each other and no individual participant wins 
or loses, the game having a game board with a plurality of 
spaces forming a grid, wherein each space comprises a symbol, 
and wherein each symbol alone or in combination with other 
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symbols relates to an answer that corresponds with one of the 
plurality of teaching concepts, the method comprising the 
steps of: 

(a) providing a list of a plurality of items, wherein 
5 each item corresponds with one of the teaching concepts; 

(b) selecting an item from the list; 

(c) locating the item on the grid of spaces; and 

(d) coding the item such that there is a visual* 
indication as to which of the teaching concepts said item 

10 corresponds. 

Those having ordinary skill in the relevant art will 
appreciate the advantages provide by the features of the 
present disclosure. For example, it is a potential feature of 
to provide an educational game where at least two concepts 

15 compete against each other. It is also a potential feature to 
provide an educational game where at least three concepts 
compete against each other. It is a potential feature of the 
present disclosure to provide an educational game that 
stimulates and fosters an atmosphere where the learning 

20 process may flourish. It is another potential feature to 

provide a kit or packet of educational games that may comprise 
board games with forward-backward- forward games and continuous 
play games associated therein. It is another potential 
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feature to provide a kit or packet of concept searching games, 
possibly including word searching games, number searching 
games, and answer searching games that may comprise a visual 
aspect, such as color coding scheme, to the game. 
5 In the foregoing Detailed Description, various features 

of the present disclosure are grouped together in a single 
embodiment for the purpose of streamlining the disclosure. 
This method of disclosure is not to be interpreted as 
reflecting an intention that the claimed disclosure requires 

10 more features than are expressly recited in each claim. 

Rather, as the following claims reflect, inventive aspects lie 
in less than all features of a single foregoing disclosed 
embodiment. Thus, the following claims are hereby 
incorporated into this Detailed Description of the Disclosure 

15 by this reference, with each claim standing on its own as a 
separate embodiment of the present disclosure. 

It is to be understood that the above -described 
arrangements are only illustrative of the application of the 
principles of the present disclosure. Numerous modifications 

20 and alternative arrangements may be devised by those skilled 
in the art without departing from the spirit and scope of the 
present disclosure and the appended claims are intended to 
cover such modifications and arrangements. Thus, while the 
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present disclosure has been shown in the drawings and 
described above with particularity and detail, it will be 
apparent to those of ordinary skill in the art that numerous 
modifications, including, but not limited to, variations in 
5 size, materials, shape, form, function and manner of 

operation, assembly and use may be made without departing from 
the principles and concepts set forth herein. 
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